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Rhubarb

Level 13:  Liberate Camp 4  (Choplifter)

March 2, 2000

Opening Cut:
(two characters and the player are flying patrol in Naboo fighters over open farm land. ) 
Incoming message from rebel leader:
Rebel Leader: "Commander, we've received intel that several prison camps are located in your area.  We know for sure that there are  Naboo officers held at camp four and we need there help with the resistance. Also, we think there are other prison camps along the way so keep you eyes open.  If you find them, you have permission to engage and destroy there defenses but be sure not to destroy the buildings with the prisoners.  Once its clear we will send in a transport.  Your final objective is Camp four.  It’s a maximum security facility so it won’t be easy to breach, I wouldn’t recommend a direct frontal attack.  And Captain, remember once you find and free the prisoners they will be weak and defenseless so make sure they get some cover.  The success of the resistance depends on you don’t let us down."

Objectives:  Find small prison camps and disable defenses for transports:

Success:  
All TF elements are destroyed and the prison camp is secured so the transport can enter and free prisoners.  

All three prison camps are found and prisoners are freed.

Failure:  
Destroy the Buildings with the prisoners



Get shot down by the TF



Don’t properly protect the transport and its destroyed

The player must locate the prison camps and disable their defenses at the same time covering the transport.  The final prison camp will be the boss.  Really hard to destroy defenses.
Objective 1:  Find camp four while avoiding contact from other camps.

Success:  Make it to Valley of Cannons

Failure:  
Get blown up from alerting too many camps at once and too many ships attack

Obstacle 1: Avoid contact with camps / Attack camps

· Avoid spotlight contact by flying around spotlight cones.

· Avoid cannons installments on the way

· Avoid/fight routine droid fighter patrol

· One guy jumps the gun (small scripted event if player is doing to well) 

Wingman 1: "I don't care what command said my family could be in that camp!!!  I'm going in!!!!" 

(The wingman breaks formation and heads for the second camp.  His first shot alerts the anti air guns and a few droid fighters engage.  If the dog-fight strays into the range of another camp they will be alerted and more fighters will join the fight.  If the player wants to attack the camps he/she should only alert one camp at a time or there will be too many fighters attacking them.  Alert three of the camps and the prisoners will be executed.)
Player: "NO!!!  STAY IN FORMATION!!!"

Option1:  player stays in formation and wingman get killed

Option2:  Player follows wingman and attacks small camps

· Attack camps and take out defenses

· Once the defenses are down the frees can run free)



Rebel Leader:  “Whats going on??!!  Whats all that gun fire noise!!”



Wingman: “Uh..Whats that sir…your signal is breaking up…”


Rebel Leader:  “Dam it whats happening I can’t see anything from in here”
Various Dialog: Wingmen


"We cant let anyone else know were coming."



"They've seen you, here they come!!!"



"They've seen us, break formation and attack"



"Here they come, watch out for the radar contact while engaged!"



"DAM, I told you to watch those spotlights!!"



"Now they know were here, we have to hurry!!"
Obstacle 2: Valley of the Cannons

Success:  Traversed successfully through the valley and get to the prison walls

Failure:  Get shot down by the cannons'

(In-game cut):  Player and remaining wingman enter valley heading towards the camp.  

 Description of Events:
· Spread throughout the valley heading to camp four are anti-air cannons with little control stations manned by droids.

· The control station is the "weak spot",  but each one will have to be approached from a different angle.  Only the first will be a clean forward shot.

· Take out the stations and the cannons will stop.  The guns on the fighter have a longer range then the cannons.  So the player will get the first few shots to take out those stations.  

· The cannons have a short range but are VERY powerful.  Two or three shots to take out the player.

· The cannon takes about 5 seconds to reload

· Hopefully the alert player notice the ground connections between the anti-air guns and a control stations and just blows up the station (which shuts down the cannon).

· The non-alert player can beat down those cannons individually but they have some shielding and will be tough to beat.  After the cannon is destroyed the control station blows up (a hint for next time). 

Player: "My radar shows the camp is down that valley.  It looks too easy stay alert." (red dot at end of valley shows camp four)
(Wingman fly’s ahead)

Wingman "I see some gun installments watch out!!!"
(Wingman shoots at the first cannon and hits its control station, shutting down the cannon.)

Wingman:  "They have a weak spot!!!  Aim for the  ...AAAAAHHHH  BBOOOMMM!!!"  (The wingman gets shot down as he fly's past another cannon hidden behind a hill)

Objective 2: Find speeders at TFDocks

“When the players see the prison for the first time it looks really formidable.   There will be gun-towers at all the corners.  Cannons at the base and troops everywhere.  All this is around the front gate.

· If the player attacks it directly he will be destroyed.  

Wingman: “look we can steel one of  those speeders at the train station and follow the prisoners into the camp”

Final Wingman (Lutin Hollis) :   "Look at those defenses.  How are we going to get past that?"


Player:  "I dont know but we better find a way."

· Players should see a trail of transports heading into the camp from the west
· Find Trade Federation docks off to the west of the outer wall near the lake.  

This station is where the prisoners are received from mass transports (ships) and delivered to camp four.  They will be loaded into smaller transports and brought into the camps.  The transports just left as the players enter the area. 

· Attack train station / Prisoner Way station

· Fly into hanger and exit in speeder.

· Catch up with the transport convoy and follow it into the first area in camp four.

(The transports will stop at a processing building between outer wall and main compound wall.)  

Obstacle 2:   Force shield wall 


Success:  Wall falls and player enters camp


Failure:  Can’t get the wall down and the player gets killed

Description of Events:

· If the player gets close to the game the droids will stop them and ask what there business is

· All heII breaks looks and the towers start to shoot at the speeders

· The players are locked in the area between wall1 and wall2

· Droids start to come out of the building around them

· Fight off droids

· Destroy power conduits for the wall along the edge of each gun tower.

· Destroy all the conduits and the force shield (big door) will fall.

· The doors will also have four or five droids shooting down at the players. 

· As the tower conduits are destroyed, the force shield will get more and more "unstable looking", and more transparent.

Once inside that door there will be a long fence hallway with barbed wire on the top and a gate at the end with the prison logo.  Through the gate the player will be able to see the prison buildings scattered around.  As they enter this hallway the spotlights will go on and an alarm will sound.  The player can easily blow up this last door and enter the main area of the camp.

Obstacle 3:  Free Prisoners

Success:  
Free prisoners from building

Failure:  
killed as they move from building to hanger

· A small swarm of STAPS comes from the broken gate and attacks the player. (quick cut)

· The player must determine which buildings has the prisoners and free them by destroying the gates in front.  

· If the player shoots the wrong building, like a droid bunker, and doesn’t destroy it the droids will come out like angry ants.

· Around every corner will be a gun tower.  These will have to be destroyed

· When the player shoots the big gate in front of each building, freeing the prisoners, little people will start running out yelling and screaming heading to the closest hanger.  At the same time an alarm will go off and a bunch of droids will start filing out of some bunkers. Spotlights will start up and search the ground for the players speeder.  If they hit the speeder with the spotlight then several guns will start to shoot the speeder.

· The player must open all the prison building and make sure all prisoners are freed and get safely to the hangers or various vessels.  Once the prisoners get to a hanger they will re-emerge in speeders and take off for the south exit.  They are “rescued” at this time.  

· Each prison building should have a particular challenge to open)

Dialog of people coming out of the prison building:
RSF Officer 1:  "Where've you been!!!??"
RSF Officer 2:  "This way, I know where there keeping our speeders!!"
Ned Greeby:  "Well its about time you boys showed up, I was begin'n to think we was never gonna get out of there!"

Male Farmer:  "Run for it you old falumpaset, or you'll get us all killed"

Prisoner4:  "Thank you for your help"

Obstacle 4:  Escort the running prisoners 

Success:  
Safely escort the prisoners to the hangers

Failure:
All the prisoners are killed by droids

Description of Events:
· The prisoners start to run from the broken building towards the hanger.  They will run right into harms way of the player doesn’t make the are secure for them.  The will run in front of a few droid bunkers and start to get mowed down if the player doesn't/didn't clear away those bunkers and droids.

· Player get a call from Lutin,  “There sending in reinforcements from the main gate.  You’ve got to slow them down while the prisoners get to transports!!”

· Slow down the onslaugt of reinforcements from the main gate as wingman and you free prisoners.

· Evertime the player stops the reinforcements he has to find the next prison building and shoot the gate before the new reinforcements arrive.

· This happens every so often and not everytime the player shoots a gate.

· If the prisoners die then the player failed.

Optional ending:

Obstacle 5:  Cover the Escape

Success:  
Speeders escape

Failure:  
Speeders are destroyed



Player is destroyed

Description of Events: 

· The speeders are heading towards one of the rear walls of the camp.  Just as they get there we see the TF re-installing a force shield conduit.  The force shield is up by 10% just enough to stop the speeders.  

Player:  "Dam were trapped!!  They’re re-installing the force shield!!!  We need to find another way out!!!"

Wingman (Lutin Hollis): (tries to shoot the conduit from inside but hits the shield)  "Its on the other side of the shield, I cant get to it!!!   But I can see an exit to the rear.  I think it’s our best shot.  If you can get over there you might be able to escape.”
· Player drives through camp 4 blowing away/and running over droids with the other speeder.

· Player and other speeders drive around a big building and are surprised by how close they are to the exit.  But it’s covered by two tanks, they immediately both turn and fire on one speeder and its blown sky high! Then they turn their cannons towards the player. (It doesn't look good for our hero)

· Player needs to take out those tanks

· All the speeders start shooting at the tanks

· Droids come in through the exit

· Once the exit is cleared the players can leave

Final Cut scene
Show rear view of speeders traveling up a rolling hill.  Camera pulls back and shows the camp smoldering.  The speeders disappear behind a hill.  (sunrise sky)

Additional Random Dialog: (on route to camp 4)

Player fly’s off course:


Wingman:  "Where are you going???  We have orders here!!"


Wingman:  "Get back here, you'll give away our position!!"


Wingman:  "Hey, we’ve got prisoners to rescue here, get back in formation!!"


Rebel Leader:  "Not there, that's not camp 4"


Rebel Leader:  "That's not camp 4 either, check your radar"


Wingman:  "NO...You'll get yourself killed"  (Player heads strait for camp 1-3)


Wingman:  "Your going to get us all killed, get back here!!"
Warnings:

Wingman:  "Watch that radar, we don’t want them to know were here."


Wingman:  "Lets keep a tight formation here people."


Wingman:  "Hey, watch your wing!!"  (Player bumps into wingman)


Wingman:  "Keep your eyes open for those cannons"
Basic Chatter:


Wingman:  "Look at the size of that camp"


Wingman:  "Cut the chatter wing 3"


Wingman:  "Follow the valley, it should lead to camp 4"
Set off Droid fighters:

Wingman:  "here on to us!!"


Wingman:  "Well that did it, here they come!!!"


Wingman:  "Nice going..."


Wingman:  "Pick your targets and don't stray into any more radar's"


Wingman:  "Get him off me!!!!"


Wingman:  "Man, there quick!!!"


Wingman:  "I'm hit...Its OK...Its OK..."
Additional Dialog: (in camp 4)

Player can't find the prisoners:


Wingman (Lutin Hollis): "Your heading in the wrong direction, the prisoners are over here!"


Wingman (Lutin Hollis): "Hurry up, they'll send for reinforcements soon!"


Wingman (Lutin Hollis): "Your almost there, just alittle farther"


Wingman (Lutin Hollis): "That's them, lets get them out of here!"


Wingman (Lutin Hollis): "There heading right into a trap, cover them"
Prisoners freed - Player doesn't cover them:



Wingman (Lutin Hollis): "What are you doing, you've got to give them cover"


Wingman(Lutin Hollis): "There defenseless, you have to protect them!"


Ned Greeby:  "You gonna cut us free then set the dogs on us, is that it??!!"


Prisoner 4:  "Help us please, there everywhere!"


RSF Officer 2:  HEY!!  How about giving us alittle cover here!!!"

Wingman (Lutin Hollis):  "There getting slaughtered, get over there!!"


Wingman (Lutin Hollis):  "dead...all dead...were finished..."
Object List:

· Prison camp 1-3 identical



Gun towers



Wall



A few buildings of various size

· Prison camp 4



Big translucent dome



Six bug gun towers



Six dome emitters



3 Hanger



4 Bunkers



3 various building



Entry gate



Exit gate

· Gun installments



Control platform for guns

· Radar installments

· Droid fighter platforms

